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The 3D virtual community has aroused great concern of academic circles as a 
new object to study. The researchers investigated the virtual community from different 
perspectives, but their understanding of its essence is relatively unified that the virtual 
community exists in the cyberspace which is different from the physical space that we 
experience every day. It is a non-face-to-face multiplayer interaction space which was 
set up by the internet and it across space. People form a kind of interactive relationship 
which is different from but related to the real social relationship, through exchange of 
information, rights and resources in the space. From Second Life to Hipihi，we can see 
that the 3D virtual community is increasingly influencing. While, the studies of 3D 
virtual community are quite weak, and academic achievement is rather less, which is 
not conductive to the 3D virtual community in the industrial development and makes it 
harder to lead the users and the public to treat the 3D virtual community correctly. In 
such circumstances, it becomes necessary to construct a self-contained 3D virtual 
community theory to promote its development and perfection, and expand the scope of 
the study of digital media art theory, through interdisciplinary research methods. 
Studies in the virtual community were started in the beginning of 21st century, 
the theory they used were almost imported form other areas. The researchers came 
from different academic areas, so that the 3D virtual community was investigated in 
multiple disciplines. According to literature collection, studies about the virtual 
community written from the perspective of computer science, sociology and 
economics are far more than those who were written from literature, especially theater 
theory. Multiple disciplines are involved in the topic, and it's not easy to study. In 
order to get the first-hand information about the 3D virtual community, I have spent 
lots of time on second life participating in the life of the community, observing the 
virtual life in the community, virtual theaters and cyberformance, and I also carried out 
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English literature and network blog resources, and learned about the history of 3D 
virtual community, current studies, virtual theaters in the virtual community and 
cyberformance. 
The study of the 3D virtual community from the perspective of theater is based 
on the three points. First, the role is the core of 3D virtual community and theater. 
Second, what people perform are all coming from life. Third, theater provides an 
effective entry point on how to hold the interpersonal interaction. We can compare the 
3D virtual community to a large virtual stage, where users can give improvisations on 
the stage via avatars. In this place, users are both actors and audience, and at the same 
time, they are the creators of stage props. The research perspective of this dissertation 
are :(1) The 3D virtual community is treated as a large theater, and the virtual life itself 
is manifested as a form of extensive theater; (2) Cyber theaters in the 3D virtual 
community are treated as simulation theaters that allow remote drama performance; (3) 
Cyberformance in the 3D virtual community is treated as a dramatic form. 
First, some existing literature were sorted out and evaluated in this study, and I 
gave a summary of the internal and external correlative research theories, from aspects 
of 3D virtual community, digital theater, cyberformance and the relations among them, 
and gave further definition of the meaning of virtual community, elements of digital 
theater and the scope of performance. Second, I talked about the dramaticism of the 
3D virtual community which is a form of extensive theater, elaborated the essence of 
community from the perspective of theater, and analysed the identity construction, 
their experience of life and effects of real life based on psychology. And then, I turned 
to the virtual theaters in 3D virtual community, talked about the modern evolution of 
the form of theater with the background of 3D virtual community, analysed virtual 
theaters existing in 3D virtual community, and talked about effects of theater in 
cyberspace and some practical problems such as how to develop the new pattern of the 
evolution of future education with this virtual community. Virtual theater provides 
















but also possibility to attach new audience and cooperators. Finally, I focused on 
cyberformance in the 3D virtual community, talked about theatrical subject, theatrical 
object, theatrical mode, theatrical methods, theatrical content, theatrical environment 
and so on, and I forecasted the trend of virtual performance development.    
The innovation of this dissertation is that theatre and psychology are imported 
into the area of the study in the 3D virtual community, which makes the study more 
evidence-based, and expand the scope of traditional theatre and psychology. Via the 
trials above, I expect to provide a reference for interdisciplinary research. 
In practice, this dissertation can be a reference for cyberformance developers, and 
help operators of theatres to have an insight into the relationship between the 
participants of theatre and virtual theaters. This dissertation is also a reference for 
theatre educators to reform theatrical education with the 3D virtual community.  
The weak academic community is the biggest problem of the study in digital 
theatre, and the studies in cyberformance in the 3D virtual community are much less. I 
hope I can offer a few commonplace remarks by way of instructions so that others may 
come up with valuable opinions, and attract more researchers to concern about this 
area.  
 













作为戏剧的 3D 虚拟社区研究 
VI 
 
目  录 
 






第一章 文献综述 ................................................... 12 
第一节 虚拟社区相关研究综述 ................................... 12 
一、虚拟社区的界定.......................................... 14 
二、虚拟社区的发展历史沿革.................................. 17 
三、3D 虚拟社区的主要特点 ................................... 21 
四、“第二人生”............................................ 24 








第二章 作为赛博剧场的 3D 虚拟社区 .................................. 47 
第一节 戏剧的形态特征研究 ..................................... 47 
一、戏剧的内涵.............................................. 47 
二、戏剧的艺术特性.......................................... 49 



















第三节 3D 虚拟社区中的戏剧性研究 ............................... 56 
一、戏剧性的理论内涵........................................ 56 
二、3D 虚拟社区中戏剧性的表现 ............................... 60 
三、虚拟社区生活的假定性所造就的戏剧性...................... 62 
四、虚拟社区中的“真实性”.................................. 64 
第四节 数字时代的身份建构和自我概念 ........................... 71 
一、自我概念的基本理论...................................... 71 
二、3D 虚拟社区的身份建构 ................................... 73 
三、虚拟角色身份的社群视角.................................. 79 
第三章 3D虚拟社区内的赛博剧场研究 ................................ 83 






第二节 剧场形态的现代演变 ..................................... 93 
一、剧场形态发展............................................ 94 
二、剧场形态的演变.......................................... 95 




























第四章 3D虚拟社区中的赛博表演研究 ............................... 126 

















第五节  赛博表演的内容 ..................................... 167 
一、3D 虚拟社区中的演出作品 ................................ 167 
二、赛博表演的特征......................................... 175 
三、数码戏剧的美学变革..................................... 176 












































Introduction .................................................................................................................. 1 
1. Background of the Research ........................................................................ 1 
2. Survey of Relevant Research Status ............................................................ 3 
3. Significance and Innovation of the Research ............................................... 7 
4. Methodology of the Reaserch ...................................................................... 9 
5. Framework of the Dissertation................................................................... 10 
Chapter 1 Literature Review .................................................................................... 12 
Part 1 Review on the Research of Virtual Community ................................... 12 
1. Definition of Virtual Community .............................................................. 14 
2. History of Virtual Community ................................................................... 17  
3. Features of Virtual Community ................................................................. 21 
4. "Second Life" ............................................................................................. 24 
Part 2 Review on the Research of Digital Theatre ........................................... 29 
1. Form of Digital Theatre ............................................................................. 29 
2. History of Digital Theatre .......................................................................... 34 
3. Theoretical Research of Digital Theatre .................................................... 38 
 Part 3 Review on the Research of Cyberformance ........................................ 41 
1. Scope of Cyberformance ............................................................................ 41 
2. History of Cyberformance ......................................................................... 43 
3. Form of Cyberformance ............................................................................. 44 
Chapter 2 The 3D virtual community as Cyber Theatre ....................................... 46 
Part 1 Research on the Features of Theatre ..................................................... 46 
1. Connotation of Theatre .............................................................................. 46 
2. Artistry of Theatre ...................................................................................... 48 
Part 2 Analysis of Theatrical Features of the 3D Virtual Community .......... 50 
















2. Interactivity ............................................................................................... 52 
3. Entertainment ............................................................................................. 53 
Part 3 Research on the Dramaticism of 3D Virtual Community ................... 55 
1. The Concept of Dramaticism ..................................................................... 55 
2. Dramatic Representation of the 3D Virtual Community .......................... 59 
3. Dramatic Result from the Assumption of the Life in Virtual Community 61 
4. "Reality" in Virtual Community ................................................................ 63 
Part 4  Identity Construction and Self-concept in the Digital Age ............... 69 
1. Basic Theory of Self-concept ..................................................................... 69 
2. Identity Construction in the 3D Virtual Community ................................. 72 
3. Community Perspective of the Identity of Virtual Role ............................ 78 
Chapter 3 Research on Cyber Theatre in the 3D Virtual Community ................. 81 
Part 1 History of Rraditional Theatre  ............................................................ 83 
1. Theatres in the Acient Greece and Rome .................................................. 83 
2. Theatres in the Middle Ages and Renaissance .......................................... 85 
3. Theatres in the Nineteenth Century ........................................................... 86 
4. Theatres in Early Twentieth Century ......................................................... 88 
5. Theatres in Late Twentieth Century .......................................................... 89 
Part 2 Evolution of Theatre Form ..................................................................... 91 
1. Development of Theatre Form ................................................................... 92 
2. Evolution of of Theatre Form .................................................................... 93 
Part 3 Cyber Theatres in the 3D Virtual Community ..................................... 95 
1. Avatar Repertory Theatre .......................................................................... 96 
2. Globe Theatre ............................................................................................. 99 
3. Blackfriars Theatre ................................................................................... 102 
4. Rose Theatre ............................................................................................ 105 
Part 4 Theatrical Effects of Cyberspace ......................................................... 109 
1. Aesthetic Effect of Role Conversion ....................................................... 109 













作为戏剧的 3D 虚拟社区研究 
XII 
 
3. Two-way Direct Communication between Actors and Audience ........... 111 
Part 5 Application of the 3D Virtual Community in Education ................... 113 
1. Classroom-teaching Methods................................................................... 113 
2. Theatrical Performance Experiment ........................................................ 115 
3. Stage Design Teaching ............................................................................ 117 
Chapter 4 Research on Cyberformance in the 3D Virtual Community 
.................................................................................................................................... 123 
Part 1 Subject of cyberformance ..................................................................... 123 
1. Uses：Representative of Post Modern Society ....................................... 124 
2. Developers of Cyberformance：Main Force to Explore Cyberformance
...................................................................................................................... 127 
3. Actors：Genius in Cyberspace ................................................................ 135 
part 2 Object of Cyberformance ..................................................................... 138 
1. Evolution of Audience's Status in Theatrical Performance ..................... 138 
2. Audience as Appreciators ........................................................................ 140 
3. Audience as Creators ............................................................................... 142 
Part 3 Methods of Cyberformance ..................................................................... 144 
1. Digital Technology's Influence on Theatrical Performance .................... 145 
2. Image Technology ................................................................................... 147  
3. Audio Technology ................................................................................... 152  
4. Interactive Technology ............................................................................ 155  
Part 4 Modes of Cyberformance ........................................................................ 158 
1. Text Mode ................................................................................................ 159  
2. Voice Mode .............................................................................................. 160  
3. Action Mode ............................................................................................ 162  
Part5 Contents of Cyberformance ...................................................................... 164  
1. Theatrical works in the 3D virtual Community ....................................... 164   
2. Characteristics of Cyberformance ............................................................ 172  
















Part 6 Environment of Cyberformance .............................................................. 175 
1. Space Environment .................................................................................. 175 
2. Social Environment .................................................................................. 181  
3. Psychological Environment ..................................................................... 183  
Conclusion ................................................................................................................ 187 
1. The 3D Virtual Community as Theater——"Second Life" as Example .......  
...................................................................................................................... 187 
2. Virtual Existence——Presence and Absence .......................................... 190 
3. Influence on Theater Performance from the Virtual Reality Technology ..... 
...................................................................................................................... 193 
Appendix Ⅰ：Translation Table .......................................................................... 197  
Appendix Ⅱ：Published Theses ........................................................................... 204 














Degree papers are in the “Xiamen University Electronic Theses and Dissertations Database”. Full
texts are available in the following ways: 
1. If your library is a CALIS member libraries, please log on http://etd.calis.edu.cn/ and submit
requests online, or consult the interlibrary loan department in your library. 
2. For users of non-CALIS member libraries, please mail to etd@xmu.edu.cn for delivery details.
厦
门
大
学
博
硕
士
论
文
摘
要
库
